Total Annihilation 20541 
Cavedog Entertainment 


 Windows°98 Installation: 


1. Place the installation CD (disc 1) in your CD-ROM drive and 
wait a moment for the Total Annihilation installation menu to 
appear. 

2. If AutoPlay has been disabled or is not available you can run 
the installation program by double-clicking the My Computer 
icon, then double-clicking the CD-ROM icon, and finally double- 
clicking SETUPEXE. 


TECHNICAL SUPPORT: 


If you need additional assistance with an application beyond what is 
provided, you may contact the software publisher using the support 
information listed below. 


Phone: (716) 871-4393 
- Fax: (425) 482-2642 
Web: _ http://www.cavedog.com 
Email: support@cavedog.com 


SYSTEM REQUIREMENTS 


MINIMUM 
CPU: 100 Mhz Pentium or faster 
RAM: 16 MB 
Operating: | Windows 95 
System: 


Hard Drive: 40 MB available storage 
CD-ROM: 4 x speed CD 


Display: 640 x 480 x 256 Colors 
Input: Microsoft (or 100% compatible) mouse. 
Software: Direct X Version 5 must be installed. 
RECOMMENDED 
CPU: 133 Mhz Pentium or faster 
RAM: 24 MB 
OPTIONAL 


28,800 bps modem for modem play 

A sound card is recommended for maximum enjoyment of Total 
Annihilation, but not required. If a sound card is used it must be 
Direct X compatible 

3D Surround Sound System 


MULTIPLE PLAYER REQUIREMENTS AND OPTIONS 
MINIMUM SYSTEM REQUIREMENTS: 
UP TO 4 PLAYERS P-133 24 MB 
UP TO 8 PLAYERS P-133 32 MB 
UP TO 10 PLAYERS P-166 48 MB 


TCP/IP: a TCP/IP connection may be used for multi-player games 
MODEM-TO-MODEM: 28.8 minimum modem required. 

NULL MODEM: a null modem cable is required for two players to play a 
head-to-head null modem game. : 


Quick START 

If you are new to game playing on the PC, go directly to the section titled Installation 
and Start-up. If you are an experienced gamer, and are familiar with Windows 95 
and Direct X, these instructions are for you. 

Place the Installation CD (Disc 1) in the CD-ROM drive and install Direct X Version 5 
(unless you already have it installed on your system), and then run the Installation for 
Total Annihilation. When the installation is complete you will be prompted to insert 
the Game CD (Disc 2) in your CD-ROM drive. : 


INSTALLATION AND START-UP 

AUTOPLAY 

Place the Installation CD (Dise 1) in your CD-ROM drive and wait a moment for the 
Total Annihilation installation menu to appear. 

If you do not see the Autoplay window your CD-ROM drive may not be set up to take 
advantage of this Windows 95 feature or you may need to upgrade the CD-ROM dri- 
ver. To check this: 


1. From the Start menu, select Settings, and then Control Panel. Double click 
on the System icon. | 

2. In System Properties click on the Device Manager tab. 

3. At the top of the list you should see CD-ROM. Click the plus sign to the left 
of this line and double click on the CD-ROM manufacturer name (appears 
underneath CD-ROM) 

4. Click on the Settings tab and look for Auto Insert Notification. If there is a 
check mark in the box to the left of this line, click the OK button at the 
bottom of the screen. If there is no check mark click in the box to place one 
there then click OK. | 


5. Now click on the tab called Performance (back up to the top). Look for the 
line “...system is configured for optimal performance.” If this line does not 
appear or says Drive X is using MSDOS compatibility mode you need to 
upgrade your CD-Rom driver. Contact the manufacturer of your CD-ROM drive 
or of the computer system. 


lf AutoPlay has been disabled or is not available you can run the installation program 
by double-clicking the My Computer icon, then double-clicking the CD-ROM icon, and 
finally double-clicking SETUPEXE. 


DIRECT X 

If you do not have Direct X 5 installed on your computer click on the Install Direct X 5 
button. The installation for Direct X 5 will examine your system and report its findings. 
lf you have some Direct X components installed from earlier versions it will list these 
along with their version numbers. If no Direct X components are detected it will list 
them as inot installedi. Click the Re-install Direct X button. When the Direct X 
installation is complete, you will be prompted to restart your computer. 


INSTALLATION 

When you have restarted your computer, run SETUP.EXE (double-click the My 
Computer icon, then double-click the CD-ROM icon, and finally double-click 
SETUP.EXE) and click the Regular Install and Play Game button on the Installation 
menu. Specify a directory for the Total Annihilation files and click OK. The installa- 
tion program will install the necessary files on your hard drive in this directory. When 
complete, icons for the game, uninstall program and Readme will be created in a 
directory on your Start Up menu. Be sure to check the Readme for any last minute 
information. 


UNINSTALL 

To Uninstall the game click on the Uninstall icon in the Total Annihilation folder (click 
on Start, Programs, Total Annihilation). If you have saved games and want to remove 
them as well be sure to click the check box. Click the Uninstall button and all the 
game files and icons will be removed. Direct X will not be removed from your system. 


Contact Microsoft for help with Direct X. 


Total Annihilation features two fundamental game components: Units and 
Resources. Units can be Mobile Units (tanks, ships, planes, etc.), or Structures 
(factories, metal extraction plants, etc.). The most important unit is the Commander. 
Game components are described in greater detail below. Resources, which consist 
of metal and energy, are the fundamental building blocks of the other game 
components. By collecting or reclaiming these basic resources, you will be able to 
create everything else you need to annihilate your opponent. 


UNITS 


COMMANDER 

You are the Commander of the ARM or the CORE. You possess a matter/anti-matter 
backpack which produces and stores metal and energy. You have one of the most 
powerful weapons on the battlefield, the Disintegrator Gun. You also have the ability 
to construct an entire complex of war with your nano-lathe. Your battlesuit will self- 
repair slowly if it takes damage. Lastly you can gain energy by reclaiming bio-mass 
(trees and other plants) or gain metal by reclaiming the metal found in wrecks. 


MOBILE UNITS 

You have access to a full complement of land, sea, and air units, including scouts, 
transports, construction and combat units. The game begins with just the 
Commander and his matter/anti-matter backpack. Itis up to you to build the 
necessary units and structures (See below) to mobilize your forces. See How To 
Play, below, for more information on building structures and units. 


STRUCTURES 

Structures provide a variety of functions, such as storing energy and metal, 
constructing mobile units, and acting as offensive and defensive weapons. 
Structures that build mobile units are known as factories. See How To Play, below, 
for more information on building structures and units. 


RESOURCES 
The two fundamental resources available to you are Metal and Energy. Every unit or 
structure that you build will require a certain amount of each. 


METAL 

Metal is the substance from which all units are created. Metal can be extracted from 
the ground with a Metal Extractor or reclaimed from the wreckage of destroyed units. 
Metal deposits look like a rough section of shiny rocks. 


ENERGY 

Energy powers all activity. Energy can be collected using Wind Generators, Solar 
Collectors, and several other structures. On some planets organic matter can be 
converted to energy using one of the many Construction units. 


MAIN BATTLE SCREEN INTERFACE 


BATTLE MAP 
The Battle Map is a top-down 3D perspective of the battlefieldis terrain. The mapped 
(gray) areas are places your units have explored. Your battle map will retain 
knowledge of terrain 
but not of enemy 
activity in that area. 
The black areas of the 
screen show 
unexplored territory. 


ORDERS BUTTON 
Displays commands 
available to the unit 
currently selected. 
These commands vary 
depending on the unit’s 
capabilities. 

BUILD BUTTON 
Displays units and 
structures that the 
currently selected 


unit can build. When a unit does not have this ability, this option is not available. 


MINI-MAP 
Displays the entire battlefield in the top left corner, showing both terrain and radar 
information. Units can be given orders with the mini-map. 


UNIT COLOR | 
Your color is displayed in the upper left corner. 


SELECTED UNIT(S) 
Selected units are outlined in green. 


UNIT STATUS BAR 

The unit status bar is displayed in the lower left portion of the screen when a unit is 
selected. The left bar displays the selected unit’s health status. The right bar 
indicates the health status of the unit associated with the selected unit. The notation 
in the center describes their association. 


SENDING MESSAGES 

Press Enter to bring up the Message box. Messages typed here will appear on all 
the other playersi screens accompanied by the name of its sender. This is only 
available in multi-player games. 


METAL AND ENERGY RESOURCES 
Displays resource information. Shows storage capacity, current production and 
usage. 


Unit ORDERS 

Select a unit by clicking on it 
with the left mouse button (see 
Using the Mouse, below, for 
more information on the two 
mouse options). When a unit is 
selected, menus appear on the left side of the screen. The menus display either the 
orders each unit can be given or its build capabilities. You may give a unit several 
orders at once. Hold down the “Shift” key while giving multiple mouse commands 


and the unit will undertake them in order. Units can have standing orders, specialty 
orders, or immediate orders. The three types of orders are described as follows: 


STANDING ORDERS 

Standing orders control the unit’s aggressiveness and mobility. These orders will 
determine your unitis basic behavior when interacting with enemy units. This 
behavior is based on the combination of the aggressiveness and mobility settings. 
Standing orders are accessed via the top two buttons in the Unit Orders menu. 


AGGRESSIVENESS 

FIRE AT WILL - The unit will attack any unit in range. Most aggressive setting. 
RETURN FIRE - Unit will not fire at an enemy unit until it has been fired upon. 
HOLD FIRE - Unit will not fire until ordered to do so. Least aggressive setting. 


MOBILITY 

ROAM - Unit has free range of movement when interacting with enemy units. 
MANEUVER - Unit can move within a short range of its starting position to carry out 
its standing orders. 

HOLD POSITION - Unit will not move from current position. 


SPECIALTY ORDERS 
Specialty Orders apply to specific units, and are accessed via the middle set of buttons. 


ACTIVATE / DEACTIVATE 
The unit can be turned on and off. - 


CLOAKING 

The unit has the ability to cloak, rendering it invisible to enemy units. Cloaking uses 
energy. 

NOTE: The mouse interface you select will affect cursor behavior. The cursor always 
reflects the left-click function. See Using the Mouse, below, for more information. 
When using the Left-Click interface, the cursors shown below appear automatically to 
indicate the effect that a left-click would have in that particular spot. The cursors 
change as you move the mouse pointer around the battlefield. 


LOAD / UNLOAD 
The unit has transport capabilites. 


RECLAIM ? 

The unit can reclaim metal and energy from terrain, wreckage and 
other units. 

REPAIR 

The unit can be used to repair a damaged unit. 


CAPTURE 
The unit can be ordered to capture an enemy unit. The larger and 
more armored the enemy unit is, the longer it will take to capture. 


IMMEDIATE ORDERS 


MOVE 
The unit can be ordered to move to a new position. 


GUARD 
The unit can be ordered to guard another unit. 


PATROL 

The unit can be ordered to patrol an area of the map. If a mobile con 
struction unit is told to patrol an area, it will repair all friendly units it 
meets on its patrol. 

ATTACK 

The unit can be ordered to attack another unit. 


D-GUN 
The unit has the Disintegrator Gun. 


STOP 
Cancels an immediate or specialty order. All orders that have been 
queued up with the ‘shift’ key are also canceled. 


BOMB 
When bombers are ordered to attack, they show this cursor. 


USING THE Mouse 


Total Annihilation supports two mouse interface options: Left-Click interface (the 
default), and Right-Click interface. Both options use the left mouse button to select a 
unit, and to click on the Build and Orders menus. You can also left-click and drag to 
select multiple units. You can change the mouse interface in the Interface section of 
the Options menu. With both the Left-Click and the Right-Click interface, the cursor 
continually updates to indicate the action that would result by left-clicking on that spot 
on the screen. However, because only the Left-Click interface allows you to activate 
an order by left-clicking on the battlefield, it alone shows the cursor changing to 
indicate the pending action. 


LEFT-CLICK INTERFACE 

The Left-Click interface uses the left mouse button for selecting a unit as well as 
activating an order. To select a unit, place the cursor over it and click the left mouse 
button. A selected unit displays a green outline. Once the unit is selected, you can 
use the left mouse button to activate an order. For example, you can move a selected 
unit to an open field by left-clicking on the field. Or you can order a selected unit to 
attack an enemy unit by left-clicking the enemy unit. As you move the cursor around 
the screen, it will change shape to indicate the action that left-clicking would carry 
out at that location. You can view and move the mouse while holding the right button 
down to scroll the mini-map. You can right-click outside the mini-map view to center 
the mini-map view over that point. 


RIGHT-CLICK INTERFACE | 

As with the Left-Click interface (see above), you select a unit by left-clicking it. 

Once a unit is selected, use the right mouse button to activate the default order. For 
example, you can right-click on an open field to move the selected unit there. You 
can also give a unit orders by left-clicking one of the command buttons on the left 
side of the screen. See Unit Orders, above, for more information. Use the left 
mouse button to deselect and to move the mini-map view. Because the cursor only 
changes to show what the left mouse click will do (as in the Left-Click interface), the 
cursor does not update to show what the right mouse click will do. 


BUILDING UNITS AND STRUCTURES 

Construction units and factories can build other units. Select a mobile construction 
unit or factory, and press the build button just under the mini- map to display the Build 
menu. Up to six buttons will be displayed, each with a picture showing the unit that 
can be built. If you move your cursor over these buttons, information about the cost 
of the unit will appear on the Unit Status Bar at the bottom of the screen. To build a 
unit, simply click on the corresponding button. You can build multiple units by clicking 
the button once for each unit to be built. For example, to build five units, click the 
button five times. 


Below the six buttons are two arrows. Clicking on these arrows will move through the 
selected units build menus. 


TO BUILD A STRUCTURE 

Use the Commander or a mobile construction unit to build structures. Click on the 
picture of the structure you wish to build and place the green outline in the desired 
location. If the square turns red, the structure cannot be built in that location. 

TO BUILD A MOBILE UNIT 

Mobile units are built using factories. Left-click on the unit icon in the factoryis Build 
menu to start production. Multiple clicks will queue up the build orders. Right-click to 
cancel a build order from the queue. 


The Main Menu provides you with the following options: 

Single: Play one of the campaigns or create a skirmish battle 

Multi: Select from the connection options to start a multi-player game 
Intro: View the intro movie 

Exit: Return to the Windows 95 operating system 


SINGLE PLAYER MODE 


Click Single to view the single player game options. 
New Campaign: Begin new campaign 

Skirmish: Play one or multiple Al opponents 
Options: Set game preferences 

Load Game: Load a previously saved game 
Previous Menu: Return to the previous menu 


NEW CAMPAIGN 

Click New Campaign to begin the first of a series of missions. Once you have 
chosen a side (Arm or Core) and the level of difficulty, press Next to go to the 
mission briefing. 
Select Side: ARM = cc) 
Difficulty: Select a level of difficulty 
Next: Go to mission briefing 
Previous Menu: Return to previous menu 

MISSION BRIEFING 

Selecting Next from the New Campaign screen displays the Mission Briefing screen. 
This screen will provide you with your mission goal. Click More at the end of the 
mission description for more information. Click Start to begin the mission. 


SKIRMISH 
Skirmish mode allows you to play multiple computer opponents on the multi-player 


maps. This is a good training ground for players who wish to play multi-player games. 
Select Skirmish from the Single Player Options menu to display the Skirmish Setup 
screen. 


Player: You are the first player. You can add up to three computer opponents. 
Side: Choose a side, either CORE or ARM, for you and your opponent. 
Color: Choose a color for each player. 

Ally: Designate alliances by matching symbols. 

Metal: Displays the initial amount of metal for each player. 

Energy: Displays the initial amount of energy for each player. 

SELECT MAP 

Select the map for play. 


EDIT METAL 
Adjust the metal for selected players. 


EDIT ENERGY 
Adjust the energy for selected players. 


COMMANDER 
GAME ENDS: The game will end when the Commander is destroyed. 


GAME CONTINUES: The game will continue after the Commander is destroyed. 
LOCATION 

FIXED: Place Commanders at pre-determined locations on the battlefield. 
RANDOM: Place Commanders randomly on the battlefield. 

MAPPING MODE 

UNMAPPED: The Commander starts on an unexplored map. 

MAPPED: The Commander starts on a completely explored map. 


LINE OF SIGHT 
TRUE LoS: Terrain elevations affect unit’s view. 


CIRCULAR: Elevation does not affect unit’s view. 
Permanent LoS: All mapped terrain is visible at all times. 


START SKIRMISH 

Begin game. 

PREVIOUS 

Return to the previous menu. 


OPTIONS 


Allows you to set game preferences. See Options Menu, below, for more information. 


MULTIPLE PLAYER MODE 


Total Annihilation uses DirectPlay, which utilizes the networking features of Windows 95. 
For this to work, you must have the proper devices and/or network protocols installed. 
see your Windows 95 documentation for details on installing new protocols. 


SELECT CONNECTION SCREEN | 

When you select Multi on the Main Menu, the Select Connection screen appears. 
At the top of the screen there is a list of the network connection options. Select the 
appropriate option for the type of network game you want to play. This list will vary 
from machine to machine, but here are a few of the options you will most likely 
encounter. 


IPX 

You can use the IPX connection to challenge opponents over a LAN (Local Area 
Network). This function will search your network for Total Annihilation games running 
and display them in the Select Game screen. You will need the IPX protocol installed 
on your computer before this will work properly. 


TCP / IP (INTERNET) 

If supported by your LAN you can select TCP / IP to play over the Internet. Internet 
play will require Internet access via an Internet service provider or an online service 
provider. | 


— 


If you have Internet access, be sure to check out www.total annihilation.com using 
your web browser. Cavedog will post updates and give you the latest information 
about where you can go on the Internet to find other players. The TCP protocol must 
be installed for this to work properly. 


MODEM 
This connection option allows you to connect the modem on your machine directly to 
a modem on your opponentis machine. 


SERIAL 

If you have a serial cable and two computers, you can connect them together and go 
one on one with a friend. Once the game is installed and the cable is hooked up, 
this function will search your serial port, getting you connected and ready for play. 


SELECT GAME SCREEN 

The Select Game screen appears when you select one of the above multi-player 
methods. For LAN or Internet based games, the Select Game screen lists the avail- 
able games you can join and the preferences set by each gamesis host. Select a 
game by clicking on the appropriate name in the list. To join a game, enter your 
name in the name field and press the ijoini button to play. If the gamesis host allows 
watching, you can click the “Watch” button to be a passive observer. Note that some 
games may require a password in which case and additional field will appear on this 
screen for password entry. You will be rejected if you try to watch a game that has 
been set by the host to disallow watching, or if you join a password-protected game . 
with an invalid password. 

For modem and serial games, you will skip this area and proceed directly to the 
Battle Room screen after connection. 


Name of Game: Identifies the individual games. 
Map Name: Displays the name of the map. 


Cmdr (Commander): Displays the Commander option. The death of your 
Commander may end your game, depending on this setting. Alternately, this may be 
set to Deathmatch mode, where you immediately rejoin the game with a new 


Commander when killed, but you lose your existing resources. 


Ping: The ping displays the amount of time, in milliseconds, it takes your computer 
to send data to and from each of the other players in the Battle Room. 


LoS: Displays Line of Sight setting (true, circular or none). 
Map: Displays Mapping setting. 

Metal: Displays the starting amount of metal. 

Energy: Displays the staring amount of energy. 

Plyrs: Indicates the number of players currently in game. 


Status: Reflects the current state of the game, which can be either IN GAME, IN 
LOUNGE, or CLOSED. 
Your Name: Type your name in this field before joining or watching a game. 


New: Create your own multi-player game. See Create New Game screen, below. 


Update: Update the display. This searches for games that are being played on the 
network. Itis a good idea to manually update the display from time to time to make 
sure you have the most up-to-date list of available games. 


Watch: This option is only available if you are on a LAN, and allows you to observe 
other games. Note that some hosts may choose to block observers. 


Join: Join the selected game. 
Previous Menu: Takes you back to the Select Connections screen. 
CREATE NEW GAME SCREEN 


To begin a new game, select New on the Select Game screen. The following options 
will be available to you on the Create New Game screen: 


Enter Game Name: Choose a name for your game. 
Enter Your Name: Type in your name. 


Password to Join: Set a password if you want to restrict who can play in your 
game. If you leave it blank, then anyone can join the game. 


Next: Goes to the Battle Room screen. See Battle Room screen, below. 
Previous: Return to the Select Game screen. 


BATTLE ROOM SCREEN 

This screen allows the game host to set the game configuration options, and the 
other players to configure their local settings. The following settings are displayed: 
Player: Displays player names. Game hosts may reject players by clicking on their 
names and confirming the rejection. , 

Side: Choose ARM or CORE. 

Color: Choose your unit color. You cannot choose a color that has already been 
claimed by another player. 

Ally: Click the Ally button to form alliances with other players. You may form 
alliances with any combination of players, or none at all. Note that merely proposing 
an alliance with a player does not mean that an alliance has been formed. Only 
when the other player agrees to form an alliance with you will the ally symbol 
become complete. You can make or break alliances during the game. 

Resolution: Each player may set their gameis screen resolution. The resolution 
may not be changed after the game has started. Note higher resolutions may slow 
the game down, particularly if you have a slow machine. P100 or P133 machines 
should use screen sizes of 640 x 480. 

Mem: Displays the amount of memory in each player’s computer. 

Ping: How long, in milliseconds, it takes to send or receive data from the other com- 
puters in the Battle Room. See Glossary at the back of the manual for more informa- 
tion. 

Go: Each player clicks this button when ready to play. When everyone has ‘clicked in’ 
the host can then start the game. 


SELECT MAP 
This option allows the host to select the map to play on. 


EDIT METAL 
Adjust the starting metal for all players. 


EDIT ENERGY 
Adjust the starting energy for all players. 


COMMANDER 

GAME ENDS: The game ends when the Commander is destroyed. 

GAME CONTINUES: The game will continue after the Commander is destroyed. 
DEATHMATCH: The game will continue after the Commander is destroyed, but you 
will lose all resources and begin and again with a new Commander. 

LINE OF SIGHT 

TRUE LoS: Terrain elevations affect unitis view. 

CIRCULAR LoS: Elevation does not affect unitis view. 

PERMANENT LoS: All mapped terrain is visible at all times. 


MAPPING MODE 
UNMAPPED: The Commander starts on an unexplored map. 
MAPPED: The Commander starts on a completely explored map. 


LOCATION: 

RANDOM: Places the Commanders randomly on the battlefield. 

FIXED: Places the commanders at pre-determined locations on the map according 
to player order. 


CHEAT CODES 

DISABLED: Cheat codes are disabled. 

ALLOWED: Cheat codes can be used. 
WATCHING 

ALLOWED: Players are allowed to watch the game. 
DISABLED: Players are not allowed to watch the game. 
GAME 

OPEN: Players are allowed to join. 

CLOSED: No additional players are allowed to join. 
MAX UNITS 

Set the maximum number of units per player. 


BUILD RESTRICT 

This menu allows the host to select units that can not be used in the game. Also, 
units can have build limits imposed so that only a limited number of units of that type 
can be built. 

MESSAGE WINDOW 

All player messages are displayed in this window. 

MESSAGE BOX 

Send messages to the other players in the Battle Room. 


PREVIOUS MENU 
Return to Select Game screen. 


OPTIONS MENU 

You can bring up the Options Menu by pressing F2 during the game, or by clicking 
on the Options menu button in the lower left corner of the screen (this only appears 
when no units are selected). 

SAVE GAME 

Accessing the Options menu from the Main Battle screen will allow you to save a 
game in progress. The Save Game screen provides statistics on the selected game. 
A game may be saved either during a battle or just after a battle has finished. 


LOAD GAME 
Choose a game and continue playing from the point at which it was saved. 


OPTIONS 

You can set options before you start the game as well as during game play. The 
Options are described below. 

BRIEFING 

Displays the mission briefing. 

END MISSION 

Displays a dialog box that will allow you to exit Total Annihilation completely, restart 
the mission or return to the Main Menu. 


RESUME 
This accepts any changes you have made and resumes the game. 


OPTIONS 

SOUND 

SOUND MODE: Choose Mono, 3D or Off. 
VOLUME: Use the arrows to adjust the volume. 


MUSIC 
VOLUME: Use the arrows to adjust the volume. » 


CD PLAYER: This control panel will let you choose how you want the music to be 
played (all tracks, random tracks, no music, specific tracks affected by battle condi- 
tions, repeated track). If “Specify Tracks” is chosen, each song can be assigned to a 
different battle condition, so that different music will be played as events occur. Use 
the CD panel’s arrow buttons to choose a track and select the battle conditions it is 
to be played under. Note that if you insert your own music CD, you may be required 
to put the game CD back in between missions. 

INTERFACE 

Game Speed: Sets the game speed. The faster the game speed the faster the 
units will move, and the more demand is placed on t he computer’s CPU. If you find 
that the game is playing slow and jerky, try lowering the game speed. 

Mouse speed: Sets mouse scrolling speed. 

Screen scroll: Sets the screen scrolling speed when the cursor reaches the edge of 
the screen. 


SCREEN TEXT DISPLAY 

Unit chat: Set the degree of importance of unit chat you want displayed on 
the screen. 

Text lines: Set the maximum number of chat lines to appear on the Main 
Battle screen. 


MOUSE INTERFACE 

The Left-Click interface uses the left button for all functions except de- seis a 
unit and moving the mini-map view. Right- -click inside the mini-map view and move 
the mouse to scroll the view around or right-click outside the mini-map view to imme- 
diately center the mini-map view over that point. This interface uses different cursors 
to identify specialized commands. 


The Right-Click interface uses the right mouse button to command the selected unit 
to carry out its default acton. With the Right-Click interface, the left button is used to 
move the mini-map view, select and deselect units, as well as special actions (in 
combination with the menu). 

VISUALS 

Screen Size: Adjust the resolution. 

Gamma: Use the slider to adjust screen brightness. 

Object rendering: Select shading preferences. 

Shading: Turn on for shaded buildings. 

Anti-aliasing: Turn on to have buildings and units drawn with anti-aliasing. 
Shadows: Turn on for units, land features, and buildings to have shadows. 


RESTORE DEFAULTS 
Restores all settings to default values. 


UNDO CHANGES 
Restores settings to those in effect at the beginning of the session. 


OK 
Keep changes and return to the Options menu. 


CANCEL 
Cancel all changes and return to the Options menu. 


This section contains valuable reference material that you can keep handy and refer 


to as you play. Although 


you certainly don’t need to memorize this material, the more 


you know, the stronger your game. 
Refer to this section for a table of the keyboard commands, the unit build hierarchies 


for both the Arm and the 


Core, descriptions of the units and structures, and a glos- 


sary of terms used throughout the game and this manual. 


KEYBOARD COMMANDS 


CTRL1 - CTRLY 
Pell = Ao. es. 


p ROOM es eo 
. (period)}nss aves 
SUG} <a Se soa Benes 


Cancels the current command before it is executed 


. Assign the currently selected units to a squad 


Activate (select) the previously assigned squad 
Select the Build menu for that unit 

Select the Order menu for the current unit 
Select the menu for the current unit 

Select the previous menu for that unit 

Select the next menu for that unit 

Toggle damage bars on the units 

Pause the game 

Display information on selected unit 

Bring up the Options menu 

Go to the unit that last reported/chatted information 


Screen capture, will Print screen to file 
SHOT####.DCx 


Clear all chat messages 


ESE Rarer ees eee Select all of your units 


Fe i a a ae oe Center screen and select your Commander 
UR | so coal igs ska Self-destruct selected units (will toggle on and off) 
OS 0S SCS eee ee ree Select all units currently on the screen 
Cabra es eo one Select all units of same type 

| ee en ke a emer tr Give an attack order 

Gh ee ta en ie omen Give a guard order 

ena Mien ER EMT IEE Sy Give a move order 

cas Ove areata at eee Give a patrol order 

at ute Ce ae eee Give a stop order (cancel any previous orders) 
Be a i ac eS Sted Use the Disintegrator Gun 

CeO ee sui et eee eee Give a capture order 

hs tears a Sg pee irises Give a repair order 

5 Cin ais Saree Gaerne Give a reclaim order 

eee oe ere Share resources with another player 
(Beige team weitere. Scroll to the next unit off screen 

Te as cs Track the selected unit 


Ps xi te Gey nen ee Reduce the game speed 
ei bbaie: 67s ane cee ee Increase the game speed 
Berl. 2, oe ew ee Hold down to queue up multiple commands 


Sf 2 See ere ee Activate the message bar 


Prior to calling us, visit the Technical Support section of our web site for up to date 
information at 


http://(www.cavedog.com 


If you require additional help and need to call Tech support directly, please have the 
following information ready: 


eA description of the problem 

eThe name of the computer manufacturer 
eThe speed and type of CPU 

eHow much RAM is in the computer 
eType of sound card 


¢Type of video card 


No game play hints will be given from the Technical Support number. 


Technical Support 
Cavedog Entertainment 
13110 NE 177th Pl. Suite B101 #180 
Woodinville, WA 98072-9965 


E-Mail: Support@cavedog.com 
Phone: (716) 871-4393 
Fax: (425) 482-2642 


END USER LICENSE AGREEMENT 


PLEASE READ CAREFULLY. 


BY USING THIS SOFTWARE, YOU ARE AGREEING TO BE BOUND BY THE TERMS OF THIS 
LICENSE. IF YOU DO NOT AGREE TO THESE TERMS, PROMPTLY RETURN THE PRODUCT 
IN ITS PACKAGING TO THE PLACE WHERE YOU OBTAINED IT. 


1. License. The software accompanying this 
license (the “Software”) and the related 
documentation are licensed to you by us and 
are subject to this license. If the Software is 
configured for loading onto a hard drive, you 
may so load the Software only onto the hard 
drive of a single computer and run the Software 
off only that hard drive. You may not delete the 
copyright notices or any other proprietary 
legends on the original copy of the Software. 
You may transfer all rights we grant to you in 
this license to someone else as long as he or 
she reads and agrees to accept this license. 


2. Restrictions. The Software contains 
copyrighted material, trade secrets and other 
proprietary material. You may not decompile, 
modify, reverse engineer, disassemble or 
otherwise reproduce the Software except as 
expressly allowed by us. You may not rent, 
lease, sublicense or distribute the Software. 
You may not electronically transmit the 
Software from one computer to another or over 
a network. 


3. Termination. This License is effective until 
terminated. You may terminate this License at 
any time by destroying the Software and 
related documentation. This License will 
terminate immediately without notice from us if 
you fail to comply with any provision of this 


license. Upon termination, you must destroy the 
Software and related documentation. 


4. Disclaimer of Warranty on Software. You 
are aware and agree that use of the Software 


and the media on which it is recorded is at your 
sole risk. The Software, related documentation 
and the media are provided “AS 1S”. Unless 
otherwise provided by applicable law, 
Humongous Entertainment, Inc. warrants to the 
original purchaser of this product that the 
Software storage medium will be free from 
defects in material and workmanship under 
normal use for ninety (90) days from the date of 
purchase. This warranty is void if the defect has 
arisen through accident, abuse, neglect or 
misapplication. We EXPRESSLY DISCLAIM 
ALL OTHER WARRANTIES, EXPRESS OR 
IMPLIED, INCLUDING BUT NOT LIMITED TO, 
THE IMPLIED WARRANTIES OF MERCHAN- 
TIBILITY AND FITNESS FOR A PARTICULAR 
PURPOSE. WE DO NOT WARRANT THAT 
THE FUNCTIONS CONTAINED IN THE 
SOFTWARE WILL MEET YOUR REQUIRE- 
MENTS, NO ORAL OR WRITTEN INFORMA- 
TION OR ADVICE GIVEN BY US OR ANY OF 
OUR AUTHORIZED REPRESENTATIVES 
SHALL CREATE A WARRANTY OR IN ANY 
WAY INCREASE THE SCOPE OF THIS 
WARRANTY. SOME JURSIDICTIONS DO 
NOT ALLOW THE EXCLUSION OF IMPLIED 


WARRANTIES, SO THE ABOVE MAY NOT 
APPLY TO YOU. 


5. Limitation of Liability. UNDER NO 
CIRCUMSTANCES, INCLUDING  NEGLI- 


GENCE, SHALL WE BE LIABLE FOR ANY INCI- 
DENTAL, SPECIAL OR CONSEQUENTIAL 
DAMAGES THAT RESULT FROM THE USE OR 
INABILITY TO USE THE SOFTWARE OR 
RELATED DOCUMENTATION, EVEN IF WE 
HAVE BEEN ADVISED OF THE POSSIBILITY 
OF THOSE DAMAGES. SOME JURISDIC- 
TIONS DO NOT ALLOW THE LIMITATION OR 
EXCLUSION OF LIABILITY FOR INCIDENTAL 
OR CONSEQUENTIAL DAMAGES SO THE 
ABOVE LIMITATION OR EXCLUSION MAY 
NOT APPLY TO YOU. In no event shall our total 
liability to you for all damages, losses, and 


causes of action (whether in contract, tort or 
otherwise) exceed the amount paid by you for 
the Software. 


6. Controlling Law and Severability. This 


license shall be governed by and construed in 
accordance with the laws of the State of 
Washington, U.S.A. If any provision of this 
license is unenforceable, the rest of it shall 
remain in effect. 


7. Complete Agreement. This license consti- 


tutes the entire agreement between the parties 
with respect to the use of the Software and the 
related documentation. 


This program is protected by United States 
federal and international copyright laws. 


we 


= 


